Counter-insurgency and irregular warfare (COIN) operations in response to these insurgencies have shown the importance of modeling and simulation.
As way of perspective, the Journal of Defense Modeling and Simulation: Applications, Methodology, Technology (JDMS) as part of its mission to publish "refereed archival journal devoted to advancing the practice, science, and art of modeling and simulation as it relates to the military and defense" has archived numerous articles over the past 5 years that describe modeling and simulation in COIN.
Included in this archive is Andy Ceranowicz and Mark Torpey's 2005 article "Adapting to Urban Warfare" that describes modeling and simulation methods "to investigate concepts for applying future technologies to joint urban operations". 1 Urban operations are indicative of a large segment of modern counter-insurgency warfare. Marvin Baker Schaffer posits in his 2007 article "A Model of 21 st Century Counterinsurgency Warfare" that describes a mathematical modeling method for representing insurgency warfare where the paradigm for warfare is "psychological wars of political endurance, not attrition". Training than Enlisted Soldiers?" not only explore two case studies in the use of games for training counter-insurgency tactics but "identify differences in acceptance of video games as technology for serious Human Performance Improvement" from two different social cultural groups: junior officers and junior enlisted soldiers. In the first case study, their research examines the level "a game-like, 3D perspective" simulation of platoon operations contributes to platoon leader trainees in terms of "tactical concepts, troopleading procedures, and decision making necessary to lead a platoon". In the second case study, their research examines the level that Every Soldier a Sensor Simulation (ES3) contributes to "enlisted soldier military intelligence identification, collection, and reporting skills". The skills set addressed by ES3 focuses on improvised explosive device identification, response, and reporting so as to reduce casualties in actual combat. Their research on social-cultural differences reveals potential pre-and post-exposure attitudinal and behavioral differences between the two groups. 
Journal of Defense Modeling and Simulation: Applications, Methodology, Technology 6(3)
This Special Issue builds on this broad and in-depth foundation contained in the JDMS archive.
In the first article, Hugh Henry in his article "A Nonkinetic Effects Federate for Training Simulations" addresses federation modeling to address training and mission rehearsal for non-kinetic effects of irregular warfare and counter-insurgence operations such as those expressed by non-combatants and civilians. In his article, Henry describes how JNEM monitors events and situations in traditional maneuver land-war models, and then uses this data to model the population dynamics of the civilian population". Changes in the "moods and cooperation levels of the civilians" have an impact on the training audience. Limitations of the model and possible directions for future development are also described.
In the second article, Teresita M. Sotomayor and Michael D. Proctor in their research "Assessing Combat Medic Knowledge and Transfer Effects resulting from Alternative Training Treatments" consider training of non-combatant medics within a COIN synthetic environment. In their research, training using the Tactical Combat Casualty Care (TC3) game-based simulation is considered in light of two alternative training treatments: multimedia and interactive modes of instruction. Their findings indicate knowledge acquisition occurred for participants in all treatments but significant statistical differences were found in gain scores between participants in the multimedia group and participants with interactive modes of instruction. In addition, the authors found significant statistical differences in transfer task scores between participants in the multimedia group and participants with interactive modes of instruction.
The third article, by Hans Fernlund, Avelino J. Gonzalez, Joakim Ekblad, and Adelein Rodriguez, addresses "Trainee Evaluation Through After-action Review by Comparison". While their topic of automated after-action review applies to COIN, the authors focus their methodology development on a tank scenario in three different contexts: road march, enemy contact, and bounding overwatch. They develop an automated contextual discrepancy technique that infers the context of the trainee for all points in the exercise and compares those points with an expert agent. Overall their approach was able to detect both physical and contextual discrepancies in the scenarios considered.
